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Xonotic (2011-current) 

Written Sat Aug 17 20:02:31 PDT 2019 
Reflective of roughly 750 hours of playtime. 

Intro 

The Game 

Xonotic is an arena-styled, first person shooter game 
(FPS). The game currently has no narrative and focuses 
instead on multiplayer, both online and LAN, matches 
taking place on various maps styled like arenas. 

Xonotic’s first release was in 2011. Currently, it is ac¬ 
tively maintained and developed. It is available for 
Linux, Mac, and Windows. 

Things to Clarify 

Xonotic is a fork of Nexuiz. It came about from a dis¬ 
pute between project lead developers and the devel¬ 
oper community. The former group sold domain and 
rights to a company named lllfonic to create a cross¬ 
platform, commercial proprietary game without noti¬ 
fying the community. 

There was no court case on the matter, but there seems 
to be a maintained bad blood between Nexuiz (com¬ 
mercial), Nexuiz GPL (original), and Xonotic. 

Misunderstandings 

Xonotic among other AFPS games are in the shadow 
of the more popular game Quake 3 Arena. Kind of 
like how brown and military-themed FPS games are 
conflated with Call of Duty, colorful, future-themed, 
AFPS games are conflated with Quake 3 Arena. Much 
of Quake 3 Arena’s reputation precedes even though 
Xonotic takes itself in a different direction in many 
ways. 

• Warpzones, these are static, seemless tele¬ 
porters in the same style as portals in the game 
Portal. Instead of puzzle solving, the game 
mostly focuses on killing other players. 


• Out-of-Line-of-Sight (O-LOS) firing, i.e a 

long range grenade launcher and guided rock¬ 
ets. This makes certain Quake maps, already 
notorious for spawnkilling, even worse (or bet¬ 
ter for people who enjoy spawnkilling). 

• Refire Delay Canceling, the delay between 
refires can be canceled meaning encounters be¬ 
tween players are less about the current choice 
of weapons and more about making a combo 
with shots. 

Flick Shots, Spectacle, and the Eternal Veter¬ 
ans Whose Reflexes Never Aged 

There was a day where someone namedropped and 
repped Quake 3 Arena with a link to a frag movie. In 
response, I asked, “What game mechanics of Quake 3 
Arena do you like?” 

I didn’t get a reply for a few minutes, and the reply I 
did get was that, “it’s fast paced and you flick sniper 
shots everywhere.” 

But the truth is, that’s not quite an accurate descrip¬ 
tion of how matches are won in AFPS. I’m quite sure 
there’s dozens of rail flick videos, but very likely, those 
players are playing the game at least with 120 frames 
per second. Meanwhile YouTube in the past supported 
only 30 fps videos, and currently only supports up to 
60. So the shots that look inhumanly good, the viewer 
is missing at least half of the frames the player is actu¬ 
ally seeing. 

As a general observation, I’ve seen more than enough 
complaints about how the playerbase is full of people 
who never stopped playing AFPS since 1999. But who 
knows if there’s a connection between that, and those 
setting themselves up to play badly by trying to emu¬ 
late spectacle shots. 

Gameplay 

A core mechanic of AFPS, Xonotic including, is more 
accurately map control. The player spawns with 100 
health and two basic weapons. Thrown out to the 
arena, s/he needs survive enough to find equipment 
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scattered around the map then kill other players. Each 
player character has the same abilities, the differences 
between them being model and voice. 

Map control is represented by available items in a par¬ 
ticular area. If a player takes an item, s/he also denies 
it from others until the item respawns (generally 30 
seconds). To put into perspective, a player who picked 
up items to the point of having 200 HP will survive 
twice as much damage as a player who just spawned. 

In addition to a health bar, there is also armor that 
can also be filled to 200 points. Armor, as imagined, re¬ 
duces damage and increases survivability. So there’s a 
general incentive to be mindful of the map as opposed 
to aimless roaming. 

The Weapons 

A lot like a 90s FPS game, the player has a wide arsenal 
of weapons that can be used at a given moment. Most 
weapons are projectile based— as opposed to (nigh- 
jhitscan— hence dodging in this game isn’t just ran¬ 
domly trying to throw off the opponents aim. And just 
like a 90s FPS game, the developers bound the default 
buttons to the number row instead of just 1-5 and the 
keys around WASD. 

Sidestepping the clusterfuck arguments in the com¬ 
munity about weapon balance, not every weapon is 
“equal”. The primarily used weapons in Xonotic are the 
rocket launcher (Devastator), grenade launcher (Mor¬ 
tar), and the sniper (Vortex). The rest tend to be used 
situationally. 

To explain this, in other AFPS games, the armor is 
tiered, but in Xonotic (or at least Nexuiz), the weapons 
are tiered. Thus the Vortex tends to be placed in 
vulnerable positions or requires some obstacle fo-get. 

To contrast, the Machine Gun, plasma shotgun 
(Crylink), electric mine launcher (Electro), and rapid- 
fire mini-rockets gun (Hagar) tend to be placed in 
more general areas. Unfortunately, the weapon 
placements on maps ported from other AFPS aren’t 
with respect to some of Xonotic’s quirks, so a lot of 
players don’t acknowledge this. 

The lower tier weapons aren’t outright bad and still 


fill a certain situation. For example, Hagar and Elec¬ 
tro are capable of dealing the highest burst damage in 
the game i.e somewhere around 150 maximum. Mean¬ 
while, Vortex deals 80 damage at best. But the mechan¬ 
ics of Electro are setting down mines and detonating 
them, hence pulling off a full 150 electroshock occurs 
at a different context than firing the Vortex. 

Map Designs 

Generally, Xonotic maps are corridors with a good de¬ 
gree of vertical space and routes. If you can’t look up 
or down, you’re asking to be an easy target. Official 
Xonotic maps are largely original except for the maps, 
Darkzone and Warfare, that are remakes from Quake- 
world. 

Ramps and Auto-Hop 

If there’s one defining characteristic that sets out 
Xonotic maps from other AFPS games, it’s the abun¬ 
dance of slopes and small ramps designed to facilitate 
jump tricks. 

A brief explanation is that AFPS games tend to feature 
jump tricks that open up shortcuts around the map or 
allow the player to reach heights without giving away 
their position as a rocket jump would. 

The case for Quake or similar games based on, is that 
the jump tricks are based on double jumps and tim¬ 
ing. As a result, manual bunny hopping is part of those 
games. For Xonotic, the jump tricks are based on angle 
and approach so auto-hop wouldn’t cause problems. 

The Online Experience 

Xonotic’s online multiplayer experience is also heavily 
influenced by the 90s and mid-2000s. There’s no 
matchmaking, profile levels, and most servers are 
player hosted with a few official servers hosted by the 
developers. 

By a combination of being a pretty old game, and not 
having the^big advertising and marketing budget of a 
game company, Xonotic’s active player community is 
small and dedicated. It’s not possible to get a game at 


any arbitrary time of day in the week, and it’s much 
harder to find a game without joining the community 
on IRC. 

Primarily, the game’s playerbase is in Europe with 
niches in North America and Australia. The best times 
to play are the hours after school or after work. 

A Lot of Map Ports 


XonStats is opt-in, and there is the additional option 
to have an anonymous profile. Additionally, game 
server’s respect opt-out and will not set records on 
the leaderboards for players that don’t wish to be 
tracked. 

On first launch, in the same menu Xonotic asks for 
the name, it also asks whether or not users want to 
be tracked. Tracking may be enabled or disabled at 
any time. 


Most custom maps for Xonotic are maps ported from 
Quake. Almost all server admins add custom maps to 
add content to their servers. For most cases, the more 
the merrier. 

The drawback is when people get the wrong idea of the 
game on maps that aren’t designed for Xonotic, and 
the common porting of maps across AFPS games leads 
to each game being largely indistinguishable. 

(This might be one of the reasons why modern gam¬ 
ing de-emphasizes player hosted servers and custom 
mapping.) 


Snowballing 
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The multiplayer community has a tendency to “snow¬ 
ball” into servers. For those who never played in the 
snow before, when a ball of snow is rolled down a hill, 
it gets bigger as the snow covering the hill clumps to¬ 
gether. 

Generally, when someone goes to a server with his 
or her friend, the players lurking the server browser 
start to join as well. At times, the result is that there 
will be a few servers with the majority of the active 
population, meanwhile the others are empty. Not 
because of the merits of the server administration 
or configuration— most players just go where other 
players are. 


\ 


Opt-ln User Tracking 


\ 

V'* 

Xonotic has an official statistics page called Xon¬ 
Stats where they report data such as in-game alias, 
kills:deaths, matches played, and which server. 


Anti-Cheat (And Generally Clear of Cheaters) 

Xonotic also has interesting anti-cheat measures built- 
in to the engine, and none that involve snooping on 
the user. 

Encrypted Connection (AES) 

This is an anti-cheat measure e.g for aimbots that scan 
packets. 

Anti-Wallhack 

The game server prunes data about other players that 
are not on-screen for a given client when returning 
packets. For example, unlike Source engine or Valve 
games, it is not possible to switch between players 
when playing back a demo. Additionally when slow¬ 
ing down the game during demo playback, the other 
players may disappear (like a pop) as they move be¬ 
hind a corner. 


Overall 

Xonotic is a good game on its own, but after playing for 
a while the content does dry up. There’s a lot of cus¬ 
tom maps ported from older games, but that’s no sub¬ 
stitute for new content that better lets Xonotic stand 
out on its own. 

The development is donated effort. Updates don’t 
have a mass marketing campaign to call back inactive 
players, nor does the game employ any tactics that 
commercial video games use to retain players. So the 
community and attitude is much different than most 
games out there. 
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Devil May Cry 5 (2019) 

Date: Sun Apr 14 23:45:11 PDT 2019 
Edit Date: Fri Aug 16 04:55:33 PDT 2019 
Reflective of 145 hours of playtime. 

Intro 

Devil May Cry 5 is the latest (at the time of writing) 
iteration in the stylish action game series Devil May 
Cry. Loosely based on Dante’s Inferno, the series pri¬ 
marily follows the character Dante, a devil hunter in 
the modern era of mixed human and demon descent, 
until the switch in lead character in Devil May Cry 4 
which hands the torch to Nero. 

Devil May Cry is notorious for it’s style meter which 
in addition to surviving combat, the player has to be 
“stylish” while doing so. The precise constraints vary 
per game. Generally, stylish actions are non-repetitive 
combos, and unstylish actions are taking hits. To con¬ 
trast with other action games, the action in Devil May 
Cry looking amazing is a result of the player. 

Each game in series has a self-contained plot and story. 
Following along with the game does not require hav¬ 
ing to play the others in series. 

Overall 

It’s fun, but many other things in the video game mar¬ 
ket are. Admittedly, the design of the game isn’t with¬ 
out merit and the budget and effort sunk in is high 
compared to the past entries in the series. 

I do not support Denuvo Anti-Tamper so I can not le¬ 
gitimately recommend this game to others. There is a 
Denuvo-free leak executable of the game where the on¬ 
line component still works and features added in later 
patches are accessible. Unfortunately the latter entails 
using a hack to access. 

Technicals 

CPU: AMD FX-6350 Six-Core @ 6x 3.9GHz 


GPU: Radeon RX Vega (VEGA10, DRM 3.23.0, 4.15.0- 
46-generic, LLVM 7.0.0) 

RAM: 7989MiB 

Monitor: 2560x1440 @ 144Hz 

Played on a keyboard. 

The Linux Experience 

OS: Xubuntu 18.04 bionic 

Kernel: x86_64 Linux 4.15.0-46-generic 

Mostly playable, but one severe problem at the very 
end. 

First and only crash @ 39 hours of playtime. 

Given the graphics driver are Mesa 18.3.x, this game 
can run decently well without special configuration on 
Proton 3.16-8 until the point of the credits sequence 
that precedes the results screen of the final mission 
where it gets stuck in perpetual loading. Meaning the 
game can’t actually be completed nor can the player 
access certain unlocks. 

The main problem is Media Foundation, for which 
there’s a workaround fix, but it hasn’t worked for me. 

(This should mean it’s generally playable on Wine 
3.04+. The latest Wine, which Proton lags behind 
would have improvements.) 

The performance isn’t anywhere close to native. So 
while my PC gets 57.8 - 65 fps average case scenario, 30 
for those iffy portions that thankfully don’t have any 
monsters in them, 100 when some cutscene or nothing 
is happening, it’s not the 144 fps I can get on Windows 
7. 

The Windows Experience 

Works entirely, but involved initial troubleshooting. 

This game says that Windows 7 is supported, but more 
specifically, it needs Windows 7 Service Pack 1 with an 
additional platform update. Without these, the game 
will fail to start up with the error, “Fatal Application 
Exit - createComputeShader failed”. 
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Figure 1: Dante dual-wielding rocket launchers that also fire lasers. 


• Platform Update for Windows 7 


Story & Narrative 

A demon tree sprouted in the city of Redgrave which 
introduces an ecosystem of demons that drain human 
blood. Dante is then hired to kill the demon king 
responsible for the tree’s appearance. 

Avoiding spoilers as much as I can, I ended up liking 
it. A lot of the story is told by cutscenes in between 
game missions. Specifically for Devil May Cry 5, it’s 
told achronologically with time jumps and a coherent 
timeline presented on the loading screens. 

I don’t enjoy movies. With video game graphics being 
good nowadays and film studios not making anything 
worthwhile, it’s rather hard to convince game compa¬ 
nies and 3D artists not to make 3D cinematics. In some 
cases, I think it has gone overboard while most people 
nowadays seem completely used to it. The cutscenes 
aren’t excessive compared to modern games, but some¬ 
one from another era and niche of gaming certainly 
would’ve rose a brow. 


Covers things that were previously only speculation or 
told outside of the game. 

(POSITIVE) Adds more detail to existing 
world and characters. 

E.g Dante and Vergil’s childhood, Red Orbs and why 
demons attack humans. Normally in Devil May Cry, 
the characters are working solo and fighting in a super¬ 
natural world, but this time, they’re shown interacting 
with one another in ordinary “real life” situations. 

(NEUTRAL) Brings back concepts from previ¬ 
ous games. 

The game at some points felt contrived when referenc¬ 
ing previous game. There’s still some good and some 
bad. I’m iffy on Griffon being “Griffon” considering 
the original Griffon was not a raven or shadow crea¬ 
ture. but some three-merge-headed giant hawk. 

(NEUTRAL) Integrates out-of-game content 
into the game. 


(POSITIVE) Ties up loose ends within the 
Devil May Cry series. 
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(NEUTRAL) Profanity 





Nero 


Profanity is in DMC5. Even Dante says it, but it 
doesn’t come across as poor writing. 

I know DmC caught flak for profanity. In my opinion 
the 3x “FUCK YOU” scene there was just flagrantly 
poor writing and out-of-character (for ‘Dante’), not as 
something I am averse for the words itself. 

Characters and Playstyle 

Each character “wields” a melee weapon and a ranged 
weapon. Iconically, these are swords and guns, but 
some characters don’t follow the formula. 


Dante 

The series veteran — Dante is a character catered to 
series veterans who are accustomed to a versatile on- 
the-fly switchable set of weapons and movesets lead¬ 
ing to complex self-made combos. 

Weapons 

Six melee weapons and six guns are available to Dante. 

What I don’t like about the weapon roster is how 
there are three swords with similar movesets (Rebel¬ 
lion, Sparda, and Devil Sword Dante). Devil Sword 
Dante recycles moves and assigns them to completely 
different contexts. 

What’s New in DMC5 

This time, and what I really like, is how his loadout can 
be fully customized in terms of weapon quantity and 
switching order. A noticeable change is that imperfect 
blocks don’t penalize health and ruin No Damage runs, 
and instead chip his Devil Trigger gauge. I can deal 
with the new trade off as it makes his Royal Guard 
moveset less situational. 

Favorite New Weapon: Dr. Faust (Flat) 

It’s fun and goofy. Dante tosses it, and a copy of the 
hat appears on the target. 


The new star— Nero is a character catered to both 
new players and players from other action games. He 
focuses on a single set of weaponry, but still has ver¬ 
satile actions leading to stylish self-made combos. 

I’ve wanted him to at least get one more weapon 
that’s as fun as his main weapon. Generally, his main 
sword, Red Queen, hasn’t changed much besides two 
new moves. 

The main new feature with him is the modular robot 
arm called Devil Breaker. Nero can wear different 
types of robot arms with varying perks such as a whip 
(but not really varied like a real weapon), a localized 
bullet time bubble, and infinite air dodge. But because 
swapping between different arms involves breakages, 

I didn’t use it much. 

He has a handful of unlocks after beating the game. 


V 

Black sheep of the roster— V is a character catered 
to new players. He summons three demon familiars 
which divide a demon horde’s attention. 


His play style is very unconventional since it revolves 
around getting his familiars to attack. His melee 
attacking familiar, Shadow, has decent moves, but 
there’s no definite control over it’s positioning. At his 
best, he’s capable of delivering constant wide area of 
effect havoc. 

He is especially challenging to play as in Hell and Hell 
as this difficulty frames the challenge as keeping his 
two familiars safe, but for the most part he was easy 
progress for the missions he appears in. 


Combat and Enemy Designs 


No ‘Annoying’ Demon 




The annoying demon is that demon in a Devil May Cry 
game that clearly exists so the same play style isn’t 
performed on every time or to make the player engage 
a situation more carefully. There might even be a good 


concept behind him, but something isn’t there yet un¬ 
like the rest, so he: isn’t very fun to have around, lead 
to efficient routines just to get rid of him, or didn’t 
necessarily lead to more skillful play. 

In DMC5, there’s a few enemies that act like “stop and 
think a bit because I’m not just some punching bag,” 
but it’s not to the same degree as that one present in 
previous games. 

Series context, I disliked: 

• Dullahan (DMC3) 

• Soul Eaters (DMC3) 

• Chimera Assaults (DMC4) 

Some people disliked, but I liked: 

• Blitz (DMC4), even as Nero. Really, just grab a 
meat shield and wale on him anyway you want. 

I really liked: 

• Mephisto and Faust (DMC4), where you’re 
still free to slash and punch at them normally, 
but distinctly guns work better. 

Some Combo Road Bumps: 

• Hell Judecca (Purple Dual Glaive Guy), he will 
teleport away if you just try to knock him over 
as the first thing to do. 

• Hell Antenorra (Dual Cleaver Guy), knock 
him over and he’ll become immune to launches, 
grab, and staggers until he makes a swing, ergo 
come up with a long combo string before he 
gets to that state. 

• Fury (Red Lizardman), constantly teleports 
around like a non-electrical Blitz. 

In this case, the combo-stopping is more from the ene¬ 
mies escaping as a reaction rather than outright retal¬ 
iation like Chimera thorns or Blitz’s electricity. 

Nelo Angelo 

A boss from DMC 7 returning as an elite lesser de¬ 
mon. 

He is slow as shit and not very mobile. Jump up on 
certain ledges in a level and read a book, literally, and 


he will not get you. Or get some air, and he’ll just have 
to wait for gravity. 

In short, you’d have to be very distracted for him to 
land a hit. He, however, has a load of health and is go¬ 
ing to be on screen for quite a while. He is also squad 
leader of Angelo knights, but they aren’t nearly as co¬ 
ordinated as the Alto and Bianco Angelo from DMC4. 

as Dante 

One of the things I’ve noticed is that between most of 
the roster, my combo raves with Dante don’t vary all 
that much except for some of the combo road bumps. 
On part, that’s my fault and prone to change as I get 
used to some of the weapons however. 

as Nero 

Playing against the roster as Nero, I notice Devil 
Buster were distinctly finishers rather than using the 
demon explicitly as a weapon like in DMC4. They can 
still be thrown at each other though it’s not exactly 
like grabbing a Basilisk and using it as a fireball 
launcher. 

as V 

It feels like AOE is the answer to everything. Since 
his familiars are also targets, the challenges with the 
certain monsters don’t truly manifest. For example, 
it’s different being the focus of three Furies while play¬ 
ing as Nero or Dante, but meanwhile with V, one Fury 
might be going after the Griffon, and two might be 
going after Shadow. 

Etc. 

(NEGATIVE) Getting hit while in Devil Trig¬ 
ger does not drop Style Rank. 

(NEGATIVE) Stylish Points are based on mean 
accumulated points. 

Problem being, in some cases it’s betterto skip demons 
or groups that have low health pools. 


(AMBIVALENT) Staying in the air is much eas¬ 
ier. 

The hitbox for Enemy Step much larger; but in some 
cases, this completely trivializes certain encounters e.g 
entirely ground-bound demons. 

(POSITIVE) More taunt varieties- air taunts 
and long taunts. 

Bloody Palace (Time Attack + Survival 
Mode) 

Fight through 101 stages of an arena. 

This is an extra mode to play after finishing the main 
campaign. There’s a few user experience improve¬ 
ments from the previous iterations; however, the 
game still shows a cutscene of the portal opening 
after every wave. It’s not a hard portal to find, so why 
the game developers insist on putting the cutscene in 
after every wave is beyond me. 

Bloody Palace in Devil May Cry 5 is in the same style 
as Devil May Cry 4’s where the Palace is preset per 
stage. On one hand, it’s predictable unlike DMC3’s. 
The other hand, you can selectively warp to a stage, 
complete with spawn roster and high score, for the 
stages gotten past. This also counts as a kind of boss 
rush. Good news if you aren’t the kind of person that 
want to make combos videos on inactive monsters and 
instead specific waves. 

For a first time run, it’s challenging as the boss stages 
will include bosses only available to certain characters 
in the campaign. The major curve ball is the three 
penultimate stages where it’s three boss fights in a row 
with no intermittent healing. 

The Palace is designed to be played by all characters. 
V can not regenerate health like Nero and Dante do 
which leads to a noticeable generosity in monsters 
guaranteed to drop Green Orbs in the in-between 
stages. 


Misc. 

Microtransactions 

This is something I butt heads with people online over. 
Most times it leaves me thinking, “damn, just play the 
game, you’re paying them to change a number in a 
save file.” 

Microtransactions in the game aren’t abusive in a way 
to necessitate grind to progress. It is similar to ar¬ 
cades where you pay for Continues a.k.a Gold Orbs. 
Leniently, you can earn Continues without having to 
pay real money. However, I still don’t support the idea 
of microtransactions in a single player game. 

Cameo / Co-op 

Cameos are a hybrid online component where other 
players can make cameo appearances in certain 
missions. It could either be recorded inputs, or a live 
player. Normally, these appearances are from an 
isolated area of the same map, but in certain missions, 
the players can meet up and co-op to a limited extent. 

The point of the feature isn’t exactly for co-op and 
mainly is for player-to-player feedback as opposed 
to the in-game formula, which can’t account for 
aesthetics and personal taste. The game could still be 
used for co-op such as two friends hitting Start at the 
same time. Most missions except Mission 13, player 
progress is primarily independent. 

A Boss You’re Supposed to Lose To 

Not a common thing to see in a video game, especially 
nowadays, so I think it deserves a mention. If the 
player, against most odds, beats him, it fast unlocks 
the next difficulty. Coincidentally, it’s useful for Linux 
users with the perpetual loading issue on Mission 20. 

Dedicated Training Room and Combo Sand¬ 
box 

It’s about time something like this was added to a 
Devil May Cry game. It’s robust, but the limitation is 
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that bosses can not be spawned and there can only be 
one demon at a time. 


Music 

I liked Tetsuya Shibata’s compositions for DMC3 and 
DMC4, so I was slightly disappointed when he didn’t 
compose the tracks for this game. 


Battle Themes 

• Subhuman (Dante’s Battle Theme), I bothered 
to mute music for this. 

• Devil Trigger (Nero’s Battle Theme), grew on 
me and it’s listenable on my own time. 

• Crimson Cloud (V’s Battle Theme), opening 
chorus is good, but the rest not so much. 

• Grilled Tandoori Smoke, remix of FLOCK 
OFF! from DMC1, the guitar riffs in the original 
were my favorite and I really liked the remix 
that added some variation and electronic 
sounds. 


Character Faces 

I get that one doesn’t march through the city and a 
demon tree without sweat, dirt, and grime, and come 
back looking like an airbrushed supermodel. I still 
don’t like them, but also it doesn’t majorly bother me. 

Playing Experience 

• Completed Bloody Palace as all characters. 

• Completed Dante Must Die difficulty (Lowest 
Rank B, Highest Rank S). 

• Completed all Secret Missions. 

• Found all Blue and Purple Orb Fragments. 

• Defeated Prologue Urizen on Son of Sparda. 
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War For the Overworld (2015) 


Technicals 


Written Thu Aug 29 00:43:23 PDT2019 
Reflective of 302 hours of playtime. 


Intro 

Taking a completely opposite approach to RPGs, in 
War For the Overworld, the player take the place of 
a dungeon master. In addition to designing a dun¬ 
geon and managing the fantasy logistics of, heroes will 
come to attack. 

The game can be described as a real-time strategy 
(RTS) game, but the style heavily diverges from 
conventional RTS e.g the units are assigned tasks but 
are largely autonomous when it comes to working, 
eating, and sleeping. 


Overall 

The developers do a surprisingly good job of keeping 
objective and maps varied. Each mission is more or 
less unique or focuses on a rather nuanced game me¬ 
chanic. 

The game is overall fun, but don’t consider the dun¬ 
geon a long term pet project. Once an objective is 
completed, it’s time to clear the board and start anew. 
There’s still a “Pet Dungeon” mode in the base game, 
called the Home Realm. But the way I see it, it’s a bit 
pointless unless its for experimenting with layouts. 

The Main Menu 

Admittedly the first time I’ve looked at the main menu, 
I felt like I got a very incomplete game. With only the 
base game and no DLCs, the player has access to the 
main campaign, skirmish, and Crucible, and two free 
trial maps for Pet Dungeon. 

The main campaign took me about 20 hours to finish. 
Then I spent more time with Crucible and Skirmish, so 
what the game offered by itself wasn’t lacking. 


If I could track down whoever came up with the tech 
meme of “memory is cheap” I would slap him (or in 
the unlikely chance, her) with a box copy of this game. 


MINIMUM: 


-f 


OS: 

Processor: 
Memory: 
Graphics: 


Ubuntu 12.04 or higher 
Dual Core CPU @ 2.5GHz 
4GB RAM 

Nvidia GT450 512MB or better. 


ATI 4870HD 512MB or better 
G3D Mark: 1500 

Hard Drive: 7GB available space 
Sound: Speakers or headphones 

Additional Linux Requirements: 
glibc 2.14 or later 
libstdc++6 or later 
GCC 4.9 or later 

Only the latest video card drivers 
are supported 

OpenGL 3.0 support is required 


RECOMMENDED: 

OS: Ubuntu 16.04 or higher 

Processor: Quad Core CPU @ 2.5GHz 

Memory: 8GB RAM 

Graphics: Nvidia GTX 560 1GB or better, 

Radeon 8950 HD 1GB or better 


G3D Mark: 3000 

Hard Drive: 10GB available space 
Sound: Speakers or headphones 

Additional Linux Requirements: 
glibc 2.14 or later 
libstdc++6 or later 
GCC 4.9 or later 

Only the latest video card drivers 
are supported 

OpenGL 3.0 support is required 


At a glance, it doesn’t seem as though the game asks 
for much. These are my specs to compare. 

OS: Xubuntu 18.04 bionic 

CPU: AMD FX-6350 Six-Core @ 6x 3.9GHz 

GPU: Radeon RX Vega 

RAM: 7989MiB 




1500/1500 


: 


0 ^ 

y j tj 

RAMpire 

... If you thought web browsers hogged a lot of RAM. 

I’d probably put 10GB of RAM as recommended. It’s 
possible to play with 8GB, but the memory usage in¬ 
creases with session time. After about two or so hours 
of leaving the game on, I’ve had swap filling and even¬ 
tual thrashing. 

As of patch 2.07f, the developers fixed a memory 
leak. But the memory usage is still generally high. 
The biggest impact in the game is the playability 
of Crucible, a survival mode where the player can 
not save and re-continue progress, and must endure 
increasingly difficult waves of enemies. 

Story & Narrative 

The player assumes the character of Oberon, a 
banished Underlord— a kind of demonic dungeon 
keeping entity. Brought back from the void by the 
dragon Mendechaus, he follows orders to invade the 
Overworld— very loosely the mortal plane, i.e the 
world above hell— and is opposed by the human 
Empire and their patron goddess Kira. As the cam¬ 
paign continues, one can deduce that the Empire was 
mismanaged by its royalty and aristocracy. 

The story isn’t amazing, but neither does the game 
take itself very seriously. It’s not hard to come across 
Mendechaus occasionally breaking 4th wall among 
other silly lines. The “good guys” are parodies of 
classic fantasy heroes. 

Eli/LA 

... The game has one and you might as well read it. 

(POSITIVE) End users own the copyright for 
any content created, e.g maps, text, graphics, 
audio— in the context of provided editors— 
and videos. 

This is section 7.2 and section 8. The user is also able to 
monetize their work given that they do not distribute 
game assets separately. 


(NEGATIVE) End users are prohibited from 
creating certain types of content. 

This is section 7.4.1. Section 7.4.2 to 7.4.7 state that 
content must not be offensive, illegal, racist, sexist, 
homophobic, involves breach of privacy, or contains 
defamatory statements. Whether or not content 
is offensive, racist, sexist, or homophobic steers to 
subjective interpretation. 

For example, “offensive” content may be inconvenient 
criticism. 

(NEGATIVE) The developers may revoke the 
game, under extreme circumstances, regard¬ 
ing the creation of prohibited content. 

This is section 7.6. 

Waivers 

Section 7.3— end user grants non-exclusive, royalty- 
free, perpetual, irrevocable, worldwide license to the 
developers to make use of created content including 
adaptations, publicizing, distributing, and selling. 

On the plus side, there’s no arbitration clause. 

Privacy Policy 

I know it’s 2019, but let’s at least care about Big 
Brother. 

This game uses Unity (game engine) and privacy policy 
from Unity also applies. 

(NEGATIVE) The Game Collects Personally 
Identifiable Information. 

Such as, name, e-mail address, IP address, UUID 
(unique device identifier), MAC (media access con¬ 
trol), mobile device number and carrier details, social 
networking details e.g Facebook, and Steam account 
details (except financial). 

(NEGATIVE) The Developers May Share Data 
with Advertisers 


Anonymized and aggregated. 
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(POSITIVE) Can Contact Developers to Delete 
Information from Database. 

It’s hard to list this as positive. More accurately I’d say, 
“that’s at least something.” 

Gameplay 

A game normally starts out with 5 Goblins and 
one room with an obelisk being the Dungeon Core 
surrounded by gold. This starter room is typically 
surrounded by earth— sometimes with gold— that 
must be mined out to build a dungeon. The two 
elementary resources to manage are gold and mana. 
As the game progresses and functions are unlocked, 
the types of resources expand e.g prisoners to feed 
Vampires, or corpses for the Crypt. 

The extent of a player’s direct interaction with the 
game world is tagging earth tiles that could be 
claimed, picking up / dropping / slapping minions, 
and casting spells (with mana). So a lone Underlord 
can’t do much, but has some status as a deity since 
s/he strikes with lightning or heals wounds. 

Dungeon Building 

I imagine dungeons to be sprawling, maze-like with a 
lot of turns and traps. There’s traps in the game, but 
the sprawling and maze-like aspect not so much. 

The incentives are placed to build a dungeon to lessen 
the walking distance for minions. Combined with 
making efficient use of given space, this often results 
in a “grid” of 5x5 rooms as an optimal dungeon layout 
unless forced by tiles that can’t be built upon e.g lava, 
inexcavatable rock, water, or chasms. Otherwise, in 
a “wide expanse” of mineable earth, the layout of an 
ideal dungeon is going to be the grid. 

That is, there’s no incentive to build hallways and cor¬ 
ridors. There is also no penalty, for example, to hav¬ 
ing a Foundry with anvils banging right next to the 
Archive where the Cultists are studying. Or having 
Beasts route through the Alchemy Lab. Whether or 
not, having these penalties is actual good game design 
I’m not sure, but it would certainly change up the style 
of dungeons built. 


I still have some fun setting rooms in the dungeon, but 
I can’t say I wasn’t already displeased on the lack of va¬ 
riety for optimal dungeon layouts. It leaves me build¬ 
ing more or less the same way each time. 

Autonomous Units 

Coming from conventional RTS, autonomous units are 
something to get used to. First times I played this 
game, the autonomous units were a little frustrating 
because a lot of their complaints, from my perspective, 
could be addressed if I could manually tell them what 
to do. That however, isn’t the point of the game. As 
some kind of dungeon keeping entity whose only cor¬ 
poreal form is a dungeon core, the direct command of 
units is understandably limited. 

Common Annoyances 

Minions complain about being hungry, tired 
or not being paid, then procrastinate. 

The solution is to build the Tavern, Lairs, and Vaults 
close together so a minion can more or less fulfill their 
needs in one general area before commuting to work 
or heading off to battle. 

They stray off and attack a turret when in¬ 
stead they could be attacking a more valuable 
target. 

Placing a rally flag on top of an attackable will cause 
them to target it. 

Worker won’t pick up gold that’s sitting 
around. 

There’s no actual solution tothis in the base game. The 
additions in Heart of Gold DLC, such as a gold sweep¬ 
ing spell on the new Titan (Colossus) and construct 
(Aureate Monolith) are workarounds. 

Controls 

There’s a few times the game feels like a clickfest, e.g 
picking up a bunch of units and then dropping them 
elsewhere in the dungeon. 
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Strangely, this game does not support selection rect¬ 
angles so selecting a group of units requires toggling 
the Add to Warband command and clicking each indi¬ 
vidual minion. 


Closing Notes 

It’s a fun game, and it does leave me wanting more 
from the genre. Not in terms of bare content, but en¬ 
hancements to the game’s design. If there was a libre 
alternative, I’d be all over it. 
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Lamash, Under Games - Master 
Difficulty 

Written 07/08/2019 at 10:08:01 PM 

Intro 

Lamash is an undead themed Underlord for War for 
the Overworld’s Under Games campaign. She’s listed 
as “Hard” compared to the other available player char¬ 
acters. As for why, this is written as I go through the 
game, so I’ll find out. But generally her available spells 
and buildings line up with my playstyle. 

Consider this article half-a-playthrough-drabble and 
half-a-strategy-guide. 

Level 1: Volcansnow 

The extra strategies for Master difficulty I did, in short: 

• Putting outposts at certain bridges to deny en¬ 
emy expansion. 

• Placing Well of Souls to deal with Kasita’s Sen¬ 
tinel Hordes 

• Using Haste Potions on (Empowered) Banshees 

The first tries were tough since the Al’s pace with 
expanding is picked up from lower difficulties. At the 
5 minute mark, Kasita generally claims the eastern 
Nether Shrine, as does Rhaskos on his respective 
front. 

Slowing the game down to 50% via gameplay options, 
I could claim both before having to fight with the Al 
on the Nether Shrines. 

Playing against Kasita, the funny thing is how Master 
Difficulty Al really loves to spam Sentinels. There’s 
maybe 20 or 30 in a tight group, and when Al Kasita 
wants something dead, she sends the hordes of them, 
and throws money at them to heal. 

What really puts a stop to the hordes are Well of Souls. 
Because of Hazard Pay, 5,000 - 16,000 gold from killing 
a single Sentinel is a real treat for Lamash. 


For both Al contestants, I destroyed their shards with 
Banshees & Empowered Banshees. The neat thing is 
that Haste Potions work on them, and I managed to 
finish off both of them with that combination. 

In the post game, looking at the Al dungeons, a few 
noticeable things can be noted. Just like Normal diffi¬ 
culty, the Al just sticks to building 3x3 or 5x5 rooms. 
They also run out of gold somewhere in the middle of 
the game, and were making ends meet by selling off 
some room tiles. Whether or not they cast Avarice to 
refill their gold, I’m not sure. 

As for Dungeon layout, with regards to spawn, I 
haven’t changed from what I build on Normal diffi¬ 
culty, but the extra areas to the north and east were 
things I never really decided upon. 

• Built 3x7 Crypts south of East Core Shard. 

• Built Lair on island blob east of aforementioned. 

• Lazily built prison and Torture Chamber, since I 
needed it somewhere. 

• 3x5 Crypts on the areas by the South Nether 
Shrine. 

• Built as many wall supported Barracks north 
since units had to be trained and the one at 
spawn wasn’t cutting it. 

Level 2: Bloodstream 

For this mission, I had to rush the Underhills with Out¬ 
posts. As opposed to digging and claiming, only tunnel 
is dug, and very far ahead, an outpost is built near the 
Underhill. 

The Al seems to claim an Underhill at the 3 minute 
mark. Kasita however, doesn’t have much for very 
early game offense since her spawn rate is extremely 
low. So her claiming the Underhill first, isn’t too bad 
since I generally claim it within the next half minute. 

The Al Kasita seems inclined to rush Sentinel builds— 
far more than Volcansnow— which led to me restarting 
and building a Foundry earlier in the game for Well of 
Souls. 
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Figure 2: Kasita’s Golden Horde. 


For the eastern Underhill, my route for the Workers 
was claiming the Incantation shrine, and then letting 
them run through the river. 

Normally, I’d hold off on building certain rooms until 
I can find a vast expanse to build a big series of them, 
but on this map it seems being so prissy about dun¬ 
geon aesthetics is a major disadvantage. 

There’s generally a lot of room to expand, so at least 
having 3x3 for everything, like building turrets, brew¬ 
ing Spirit worker potions, etc is at least useful. There’s 
just a massive amount of room on this map for space 
efficiency not to be a big concern. 

Veins of Evil upgrades taken at spawn: Prophecy, Out¬ 
post, Moongate 

Level 3: Rockhard 

This mission on Master difficulty is like the mission 
that makes the wall fortification mechanic appear 
more important that it is at a glance in other mis¬ 
sions and difficulties. Since the map is covered 
with brimstone, the bombs apply a domino effect of 
blowing open new territory. This leaves the Worker 


imps almost too many choices in what to do in 
dungeonkeeping. 

Common internal complaint to the Worker imps: 
“Stop fortifying the random hallways and the tiles 
I’m going to cover back up.” The case was being 
constantly shorthanded for productivity for the whole 
match whether it was needing a potion brewed, gold 
stashed in a vault, or an artifact identified. 

The first go at the mission, even though I won, I 
reloaded so often to the point I didn’t think I was 
doing things right. 

The trick as I found in the second go is not to blow open 
the map too early. I at least make sure my first 3x3 
Archive and 3x3 Barracks has some, not all, supporting 
walls before bombing open the place. On Normal, this 
doesn’t quite matter since the pace is slow enough. 

On Master difficulty, Rhaskos typically gets to the Un¬ 
derhill around the 3 to 4 minute mark. As it seems, 
Rhaskos is a lot like the opposite of Kasita— it’s prob¬ 
ably why there’s two King of the Underhill missions 
in a row. Early game, he can have some decently lev¬ 
eled Beasts. Once he gets an Underhill, he’s going to 
contest real hard to keep it. 
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Figure 3: The dungeon layout on the second go of Rockhard. 


Here, to outpace the Al and keep up productivity, it’s 
a little more important to build small room sizes that 
are very productive, and not waste Worker focus on 
too wide of an area. 

Level 4: Cornucopia 

This is the first mission that took me a long session to 
finish. 

I can’t accurately describe the logistic problems the Al 
were facing and why specifically they lost and I won. 
But there’s a few general strategies for holding all four 
Nether Shrines. 

The other Underlords are Marcus, Kasita, and Zeam. 
Marcus seems to be the NPC version of Korvek, 
being heavily defense and turret oriented. Kasita, 
as indicated by the previous levels, does not spawn 
many minions, and instead Sentinels. I can’t tell what 
Zeam’s gimmick is supposed to be besides her fake 
Russian accent, but she’s the most aggressive out of 
the three. 

In four to six minute mark, I can claim the closest three 
Nether Shrines without much contest. The remaining 
one I have to push Zeam away. 


• 3x3 Archive between Dungeon Core and 
Research Shrine, then iteratively expand as 
Workers find artifacts. 

• Lairs around the jagged hall near Gateway and 
towards Gold Shrine. 

• 3x3 Foundry between Dungeon Core and Gate¬ 
way, then iteratively expand to 3 anvils by the 
time of claiming Nether Shrines. 

• 3x3 Barracks on the lane from Dungeon Core 
towards the Nether Shrines, then iteratively ex¬ 
pand. 

• 3x3 Sanctuary past Research Shrine, then 
expand to 5x5. 

• 3x3 Alchemy Lab from Dungeon Core towards 
Brimstone border to Zeam. I only used Spirit 
Worker potions for the match. 

• A LOT of Crypts on the big available space near 
the Gateway. (If the Gateway is like a three- 
way junction, then one path leads towards Dun¬ 
geon Core, the other is the jagged path of Lairs 
towards a gold Shrine, then the remaining big 
space is for Crypts.) 

I never blasted open the Brimstone near my Sanctuary, 
but I did blast open the Brimstone past the Alchemy 


Rough Build Order: 
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Lab. Zeam is aggressive enough to invade and push 
into my dungeon for that. But whether that distracted 
her from me claiming her only Nether Shrine is an¬ 
other story. 

Occasionally Kasita sends a Sentinel Swarm to the 
middle, but Kasita never made any moves on my 
dungeon besides that. I also killed her first without 
making a direct assault on her Core, and entirely by 
Banshees. 

Largely, I didn’tsee anythingfrom Marcus besides him 
trying to claim his respective Nether Shrine, but a few 
Wells of Souls will kill off several Level 1 Workers and 
hold off most skirmishes from him. He’s the last Un¬ 
derlord I killed in the match, but entirely by [Empow¬ 
ered] Banshees. 

Zeam to contrast, had a platform of turrets blasting 
down Banshees, which led me to directly assaulting 
her Core (her being the second kill). As for why the 
actual turret and defense oriented Underlord didn’t do 
the same thing, I wasn’t sure. He did try to claim tiles 
and spam Bombards in the center, and the route from 
the middle of the dungeon towards his Dungeon was 
packed with Storm Vortexes. 

Level 5: Moonblush 

Conceptually, this map is a lot like Bloodstream 
though the layout is completely different. 


The milestones for Master difficulty Al’s claiming and 
expansion are 5 minutes for the east or west Underhill 
and 7 minutes for the center. 

Again like in Bloodstream, the strategy is to minimize 
Worker mining and claiming, and rush to the points of 
interest with Outposts then claim. Doing things this 
way, I get both the center and the side Underhill at 
the 5 minute mark (2 minutes ahead of the Al on each 
milestone). 

To pick up the pace on expanding, I built a fortified 3x3 
Alchemy Lab and splashed Spirit Workers around. 

The important difference between this map and 
Bloodstream is the Al teammate to “cooperate” 
with. In which, even the game references, it’s not 
really possible to do. So while not outright hostile, 
the Al teammate serves as another competitor for 
expandable space. 

The first thing I did was dig a big line from the starting 
Moongate Shrine towards Zeam, and get as much ter¬ 
ritory on my side. This way the early game “commute” 
for the minions is rather short. As for how important 
this is, even I have concessions. The “commutes” could 
be kept short by the Moongate Shrines on the map. 
But claiming the area gives simpler access to the Gold 
Shrines on the southern region. The Al teammate may 
ignore these entirely. 

After claiming two Underhills, that’s basically when I 
said, “I did my part.” Then built up defenses and ex- 
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Figure 5: Can’t place bombs to destroy Brimstone on ally territory but Outposts and the Construction ritual 
can claim the Gold Shrine anyways. Luckily Lamash can build Moongates for Workers to make their way to 
and from the shrine. 


panded my unit variety. As it turns out, Zeam is ag¬ 
gressive enough to claim an Underhill on her own (at 
the 5 minute mark). 

Predictably, Kasita is going to send a horde of Sentinels 
somewhere, but getting this far, dealing with them is 
straightforward. 

Level 6: Juggleflank 

The second to last mission is actually the mission I beat 
on Master difficulty first and with 100% game speed. 
It’s probably best described as the easiest mission in 
the campaign because of the spawning heroes that do 
half the work in destroying the other Underlord. In 
this case, it’s Underlord Zeam. 

The general layout I made from Normal difficulty 
works: 

• Build 3x5 Archives near the Dungeon Core, ex¬ 
pand as artifacts take up space. Most of on the 
map are Artifacts of Experience which +1 the 
level of all minions. 

• Build Lairs, Tavern, and maybe Vaults near the 
Gold Shrine island, that way minions have their 


needs filled all in the same place. 

• Build 3x5 Barracks near the northern Core 
Shard by the Empire fortress, then expend as 
it runs out of room for minions. That way, 
minions that are training aggro on to invading 
heroes. 

• Claim the neighboring island by the southern 
Core Shard. This is so there’s a short route to 
Zeam’s southern Core Shard. 

• When there’s enough Artifacts of Experience to 
raise the average minion level to 9 or 10, pop all 
of them. 

• Build Stone Bridges on lava, and send out the 
hordes of Level 10s. 

The general timeframe to do all of this is around 20 
minutes. 

On Normal difficulty, the Al generally gets wiped out 
by the Empire units to only need to destroy the south¬ 
ern Core Shard. On Master difficulty, the Al can fend 
them off and can even start taking over the heroes’ 
fortress if left to its own devices. 
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Level 7: Meat Maker 

This mission feels like a real finale. This has the objec¬ 
tive to destroy the other Dungeon Cores in a free for 
all involving three contestants. 

Kasita isn’t here, so the false impression I got was that 
I didn’t have to deal with swarms of Sentinels. But as 
it turns out, Oberon employs the tactic too. 

Both opponents are also more inclined to directly at¬ 
tack Dungeon Cores than they are to fight over Nether 
Shrines. I started claiming the Nether Shrines around 
the 3 minute mark. While I did have to fight Shale over 
the last one, for the most part, the Al doesn’t care too 
much about them. 

All skirmishes I had to deal with, were on my dungeon 
as opposed to the Nether Shrines. Generally what 
Shale and Oberon like to do, is send a massive horde, 
but back away when there’s level matched resistance. 

Like Rockhard, I’m picky about when exactly to blow 
open the map. I only use one Underminer, and south 
side for the route to the Nether Shrine. Doing things 
this way, I can limit the amount of fronts I have to 
fight on. Another reason is the neutral units at Level 
10 stuck in some of the tiles. Going north and west 
of the Incantation Shrine, and east, south of the Gold 
Shrine, has two groups total. 

Like Juggleflank, there’s a hefty amount of Artifacts 
of Experience scattered around the map. I couldn’t ex¬ 
actly rush all units to level 10 in the same style because 
of early game pressure. 

The chain of events were as follows for my 
playthrough: 

• I claim three Nether shrines, two groups of 
Level 10 neutrals, and the Incantation and Gold 
Shrine. 


• The rest of the match was me whittling down 
Oberon’s forces. First killing off the Sentinels, 
then capturing high level units and Vampires, 
until his main forces are largely underleveled 
compared to mine. 


• I fight off skirmishes from both Underlords, 
then for some time there’s just peaceful 
dungeonkeeping. 

• Oberon kills Shale. 

• In which I had a rush to claim Shale’s dungeon. 
(Outpost + Construction, then dropping off 
Worker imps.) 
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Playing Diablo II: LoD in 2019 

Written Fri Aug 16 15:24:11 PDT 2019 

Intro 

The Game 

Diablo II (2000) is a hack and slash RPG taking place 
in a fictional realm, Sanctuary, the neutral space be¬ 
tween Heaven and Hell. Demons and Angels weary 
of the Eternal War created Sanctuary and their hybrid 
descendants, the human race. 

First generation humans have powers that surpass the 
divine and the demonic which leads to later tensions. 
Both factions then either sought to claim Sanctuary 
as an advantage over the other, or destroy it entirely. 
This lead to the alteration of Sanctuary’s Worldstone 
to dampen the powers of humans by the generations. 

The player takes the role of a character from one of the 
clans that preserved their powers. S/he tracks Diablo, 
a Prime Evil of Hell, across the world to save Sanctu¬ 
ary. In the expansion, his or her target is Baal, Lord of 
Destruction. 

The Current Year 

I know it’s a little silly to review a super old game, but 
times change. Search engine results promote new sites 
with whatever new things the search engineers like, 
and different people end up using different sites. 

With different articles and guides as top results, dif¬ 
ferent impressions form from people playing in differ¬ 
ent eras. Most notoriously is the unhelpfulness of just 
about most guides regarding character builds if you’re 
going to play single player. You can get an idea of how 
to spend stat and skill points, but that’s about it. 

Most guides are written during the high time of Bat¬ 
tle.net multiplayer (Blizzard’s dedicated servers), hot¬ 
ting, glitch rushes, and item duplication exploits. Fol¬ 
lowing through with any recommendation of items in 
most guides is impractical for solo play. Most items 


being listed aren’t things that would be encountered 
in 200 hours of playtime. 

Maybe these aren’t “guides”, but more like item wish- 
lists or “schematics”. But if the reader isn’t supposed 
to be green to Diablo II, it’s also silly to list obvious 
best in slot items. 

The Actual Retrospection 

Diablo II has a reputation for grind. Some things are 
exaggerated and some others not. Briefly put, the 
repetitive grind and the insane number of re-runs (of 
either Baal or Diablo) comes from the Battle.net Lad¬ 
der races. The goal there isn’t to get 2% improvements 
as misconceptions state, but to either be the first to 
reach level 99 or place as close as possible to. With 
an intent only to play single player and irrespective 
of any online leaderboard, there’s far less reasons to 
grind. 

There’s Grind... 

At the end of difficulties. 

With entirely self found gear, it’s possible to complete 
Normal at character level 38. It’s ideal to do a few extra 
re-runs of the last level and final boss kills, e.g to level 
45 before moving on. Generally, these runs will yield 
one level up each. But the XP gains slow down at level 
85 for the last difficulty. 

The game can be completed with self-found equip¬ 
ment as long as the stats are beneficial for the class. I 
generally finish the game at level 81, only re-running 
before a new difficulty. 

To reach level 99. 

Entirely optional. 

The last three levels start requiring an insane num¬ 
ber of experience and re-runs through high level ar¬ 
eas. It likely is for the online ladder races where the 
last three levels are curveballs where percentage based 
XP losses— from dying— can really set back those who 
are in the lead. Otherwise if the XP required linearly 
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■ Belt: Arachnid Mesh Spiderweb Sash. 

■ Rings: 2x Stone of Jordan or Bul-Kathos' Wedding Band rings or a mix of the two. Rare rings with Faster 
Cast Rate or Raven Frost can also be used here. 

■ Amulet: Mara’s Kaleidoscope Amulet or Faster Cast Rate +Paladin Skills +AII Resistance Amulet. 

■ Gloves: Magefist or Chance Guards gloves. 

■ Boots: Ethereal Sandstorm Trek Scarabshell Boots, War Traveler boots, or Waterwalk for +5% Max Fire 
Resist and more Life. 

■ Charms: Hellfire Torch, Annihilus and combat skillers. 

Maximizing damage setup /’’Edit 

■ Weapon: Heart of the Oak Rune Word in a Flail. 


Figure 6: You’d sooner finish the game three times on your own than see many of these listed items. 


Start Lvl 

End Lvl 

Baal Runs 

Total Runs 

% Complete 

90 

91 

20 

20 

0.36% 

91 

92 

30 

50 

0.90% 

92 

93 

45 

90 

1.63% 

93 

94 

60 

155 

2.61% 

94 

95 

110 

265 

4.80% 

95 

96 

210 

475 

8.60% 

96 

97 

450 

925 

16.70% 

97 

98 

1100 

2025 

36.60% 

98 

99 

3500 

5525 

100.00% 


Table 1: Who’s idea was this? 


The Odds of Fancy Items? 

It’s not practical to count on a specific unique item to 
drop, no matter the item quality or how “cheap” it is 
on Battle.net. There’s no drop table, and the bosses 
practically can drop most things out there. For exam¬ 
ple, the final boss being level 99 can still drop mundane 
items found while playing at level 30. 

Vaguely, the dependable drops are Runes which can be 
collected and placed in socketed equipment to make 
“Rune Words”. The rarer the runes, the fancier the 
“Rune Word” items generally are. 

The runes are as follows: 

El, Eld, Tir, Nef, Ith, Tal, Ral, Ort 

These are common runes that’ll always see in one 
playthrough on the lowest difficulty. These will 
consistently drop. 


scaled, the winner-to-be is much more obvious. But 
it’s all is hellish for others just playing offline. 

Various estimates are 50-60 hours for 
level 97 and then 100-120 hours for 
level 98 (in v1.13+). It will generally 
take longer if attempted untwinked. 

Source 

I haven’t subjected myself to this treadmill. Keeping 
around old saves and playing on and off, eventually 
someone gets there. 

To get fancy but ultimately unnecessary items 
out of sheer avarice... 


27 





Thul, Amn, Sol, Shael, Dol, Hel 


These also drop consistently, but they’re not as numer¬ 
ous as the previous tier. 

Lum, Ko, Fal, Lem, Pul 

On a full playthrough to Hell, one of these will drop on 
average— every playthrough I at least get a Lum Rune. 

Um, Mai, 1st, Gul 

On a full playthrough to Hell, one of these might drop. 
It might come as a quest reward in Hell, but don’t 
count on it. 

Vex, Ohm, Lo, Sur, Ber, Jah, Cham, Zod 

These drop exclusively on the highest difficulty and are 
the rarest. Almost like a luxury, the Rune Words in¬ 
volving these are also insanely overpowered in a fun 
kind of way. 

Between getting a character to level 90 in single 
player, and finding one of these runes, the latter will 
occur first on average. It’s not daunting effort to play 
until seeing one, but any Rune Word involving these 
shouldn’t be relied on to complete the game. 

Just as a playthrough, it’s best to stick with the first 
two tiers of runes. One can rely on a single rune from 
the third tier to help with the difficulty jump on the 
last difficulty. There’s a good amount of surprisingly 
effective “cheap” Rune Words that can carry a player 
through the whole game. 

The Appeal 

Without talking about the grind, which people do get 
addicted to, the most fun thing in Diablo II is the var¬ 
ious playstyles for each character class. Not just from 
the choice of skill trees, but the items and weapons 
that supplement or entirely open up new playstyles. 

I generally opt for gear-efficient playthroughs of the 
game, but the main focus, especially nowadays is 
the opposite. It’s not easy to stop game corporations 
from hiring psychologists and designing their games 
to rope in people with exploitable psychological 
tendencies. Probably Diablo II was still designed with 


that in mind in some aspect, but modern games take 
a new extreme. 

There’s a handful of zany things such as lauching light¬ 
ning as a chance on hit condition, or items granting 
skills from other classes. There doesn’t seem to be an 
equivalent to Diablo ll’s rune and runewords in the 
more recent games. Even Diablo III seemed to throw 
that out. I do think there’s still some interesting con¬ 
cepts unexplored for the genre of games, but with the 
focus nowadays, I just don’t see it happening. 

The Age 

Some things of Diablo II wouldn’t really fly in a mod¬ 
ern game (excluding graphics). 

Some skills are complete wastes to invest 
more than one skill point in. 

The game won’t stop you as all skill have a hard point 
cap of 20. 

Chickening to town in the middle of a boss 
fight. 

Most modern games, like Torchlight II, disable the 
town portal in boss rooms. The only context Diablo II 
did something similar was resetting the penultimate 
quest of the final act if the town portal was opened. 

(Lack of) Drop Table 

Most games nowadays will drop a level appropriate 
item from a monster as opposed to low tier items from 
high level monsters. 

SP > B.Net; Any Time, Any Year 

It’s not just in the current decade where you’d need to 
either be online or launching games with a client for a 
video game company to think you exist. If there was 
ever the worst possible way to play Diablo II, it’d be 
the official multiplayer servers. 

Simply put, on Battle.net there has been a persistent 
spamming problem. After getting past spam, it’s not 
hard to find other players spoiling the game with 
rushes and free items. 
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Psychic Hammer 
Required Level: 1 
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Prerequisites: None 


Effect: By utilizing her intense mental prowess, an Assassin creates a powerful force of 
mental energies and directs it towards a hostile creature, blasting it backwards. 

Psychic Hammer is effective early in the game and it pushes an enemy back. 
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Figure 7: I nominate this for Most Useless Skill in The Game. 


The reason behind all the free items? 

Diablo II is notorious for a large amount of hackers 
and cheaters. No one cares if someone cheats offline, 
but the cheaters are rampant online. The common 
or at least most impactful form of cheating is botting 
and item duplication, often of and for end game items. 
Eventually, most other things aren’t worth trading, 
even if the stats are great. 

Granted that after a ban wave for cheating, Blizzard 
gets more sales after the botrunners buy new CD keys. 
So I don’t think they’re as dedicated to keeping a clean 
playing environment as they say. If playing closed 
multiplayer is absolutely necessary, then any PvPGN 
server, or at least the last I played, was better. 

The perks of single player are this: 

• No spam. 

• No spoiling the game. 

• Use characters in multiplayer LAN and Direct 
Connect. 

• Unlimited new characters. (Battle.net limits to 
8 per account.) 

• No expiry. (Battle.net expires inactive charac¬ 
ters and accounts.) 

With these considered, I think, “Why even waste time 
on Battle.Net and a save file you don’t even own?” 


(other than the ladder leaderboards). I have 6 year old 
saves on my computer. Not many others can say the 
same about having their Battle.net characters after 
that time. 
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The Misreporting of THQ 
Nordic’s AMA on 8chan 

Written Tue Aug 27 06:00:05 PDT 2019 

Intro 

On February 26th, 2019, THQ Nordic held an Ask Me 
Anything (AMA) event on 8chan, a popular American 
imageboard. The AMA went on for two threads 12 caus¬ 
ing outrage from competing message boards and even¬ 
tually online magazines. 

The Result 

Major online magazines reported on the event and 
with attention pointed at the outrage caused. Poly¬ 
gon, Gamelndustry.biz, and Gamasutra published 
misleading headlines that THQ Nordic held an AMA 
on a child pornography website 34 . Shortly after, THQ 
Nordic issued a public apology to the dismay of 8chan 
users who are often antagonistic to online magazines 
and news sites for obvious reasons. 

An Omission 

Child pornography is a major social taboo, and enough 
to kick up self-righteous frenzy. The omitted detail 
behind 8chan hosting “child pornography” is that all 
content posted on 8chan is legal. Otherwise, illegal 
content, like sites with user-generated content, is re¬ 
moved by a moderator and the user then reported to 
authorities. 5 

1 http://archive.is/https://8ch.net/v/res/16165791.html 
2 http://archive.is/https://8ch.net/v/res/16170201.html 
3 THQ Nordic holds AMA on imageboard known for child 
porn | Gameslndustry.biz archived 26 Feb 2019 19:29:19 UTC, 
http://archive.today/vgz6F 

4 THQ Nordic hosts AMA on forum known for child porn 
and hate campaigns archived 27 Feb 2019 10:47:09 UTC 
http://archive.today/gV1dP 

5 A note on obscenity laws | 8ch.net archived 29 Jan 2015 
17:26:44 UTC http://archive.today/V4VFZ 


Now, this would sound confusing since child pornog¬ 
raphy is illegal for the places relevant to the publica¬ 
tions’ readers. The term, “child pornography” is dubi¬ 
ously appropriate, but it evokes the wrong impression 
entirely. 8chan follows U.S law hence illustrations, of¬ 
ten manga and anime, are not classified as illegal con¬ 
tent. Meanwhile, the same content may be classified 
as illegal in other countries such as Canada. 

For another example, the album art for Virgin Killer by 
the Scorpions is legal under U.S law, but illegal under 
English law. This caused Wikipedia to be temporarily 
blocked in the United Kingdom. 

SJW and Market Pressure 

What’s often said is that social justice warriors 
(SJWs, a subculture of broadly pro-censorship online 
social activists) either do not play video games, or 
have a very superficial history with gaming. This 
gets re-affirmed more as reporters from video game 
magazines have demonstrated little proficiency of 
playing video games e.g Polygon playing DOOM 2016, 
Dean Takahashi struggling with a tutorial in Cuphead 
to perform an air dash. 

Whenever the social activists kick up a storm and 
force a public apology, I’ve noticed (un)surprised 
disapproval. There’s occurrences where companies 
yielded to the pressure, and the oddity in doing so 
to a demographic that hypothetically wouldn’t affect 
sales significantly. 

Whether or not SJWs have much influence over sales, 
they do have a large presence in mainstream social me¬ 
dia. That might be enough to affect the stock mar¬ 
ket; i.e THQ Nordic is a publicly traded company with 
its major shareholders as banks and investing compa¬ 
nies 6 . 

It doesn’t look good to investors when, for example, 
they go onto Google Finances, and see the current bad 
press as the major headlines. So my guess is that THQ 
Nordic’s damage control was based on investor rela¬ 
tions. 

6 Share Information - THQ Nordic Investors - THQ 
Nordic Investors archived 25 Aug 2019 01:12:34 UTC 

http://archive.today/n25cA 
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Figure 8: THQ Nordic’s stock price history given context of the time. Guess everything turned out alright for 
them in the end. 


The Tyranny of Social Media? 

I’m sure there’s a lot of observations of outrage manu¬ 
facturing and sensationalism in the media, especially 
nowadays. I’m also starting to suspect that the spe¬ 
cific type of people that would use social media are 
overrepresented— not from the perspective of proving 
the quantity of people outside of social media. 

Conceptually, people on social media are easier 
observed than those not. There’s a clear tie between 
social media and the analytic / advertising “systems” 
in place. So it seems, to reduce the risks in creating a 
new product, businesses gravitate to the demographic 
that’s easier tracked and more thoroughly profiled. 

I can name a few instances where the broad category I 
fall into was either ignored or not known to exist. E.g 
being a PC gamer during the mid-2000s, or being some¬ 
one who plays single player games in the late 2000s. 
Maybe one of the reasons why game companies gener¬ 
ally don’t make Linux games is that Linux users aren’t 
the kind that allow themselves to be tracked. And 
maybe why a lot of companies used to look at the mo¬ 
bile market is that mobile users are tracked. 


The case of social media outrage seems to be one of the 
various repercussions. If game companies are perpet¬ 
ually beholden to it, I’d believe the answer is to focus 
on media that’s outside of the market. 
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Four Months in the Fediverse 
(GNUSocial) 

Written Sun Aug 7 8 05:09:56 PDT 2019 

Intro 

GNUSocial is a free and open source social mi¬ 
croblogging platform in the same vein as Twitter. 
Unlike Twitter or other platforms, it is federated. 
Like e-mail it doesn’t matter if someone else is on 
Firemail.cc, Protonmail, or Gmail, hypothetically your 
microblogs (a.k.a notices) can be seen by someone on 
a different server. It also doesn’t matter if the server 
is running different software— e.g Pleroma, Friendica, 
Mastodon— as long as it follows protocol. 

The collection of all servers, called instances, is consid¬ 
ered the Fediverse. Since I was a little tired of lurking 
on the sidelines on various internet hubs, I decided to 
give GN USocial a try. 

GNUSocial Itself 

One look at a GNUSocial instance— it as the page 
and software is pretty sane. It probably looks vaguely 
dated in terms of style— because it isn’t some flat 
color metro theme— but really, I don’t mind. 

Optional JavaScript 

The site works without JavaScript hence there’s no has¬ 
sle from fiddling with script blockers. 

Only requires e-mail to sign up 

Most sites nowadays ask for a phone number. 

Tag Cloud 

The local instance’s timeline and user profiles have a 
tag cloud by default. It might not be there if the admin 
turns off the feature. It gives a nice overview of what 
topics users post about and indexes the timeline based 
on the tags. 

Timeline Pages 


As opposed to infinite scrolldown, which I don’t get 
why that caught on. Sure, new messages will push 
down the old messages. But if I ever navigate off the 
page while digging back, I can easily guesstimate back 
to where I was. 

Overall 

From a user perspective, the site by itself is solid. 
There’s a few things that I would like, such as pinned 
notices, or separate timelines for notices and replies. 
If Twitter and GNUSocial hypothetically provided the 
same social outreach, then I think GNUSocial would 
easily win over. 

The perk is that everyone is free to host their own in¬ 
stance of GNUSocial. So issues with draconian mod¬ 
eration, censorship, and trend manipulation are less 
extreme while not perfectly solved. 

An Observation of The Fediverse 

Upon joining a somewhat arbitrary instance, the first 
thing I noticed was that the network timeline— a time¬ 
line based on follows and followers of all users on an 
instance— was pretty much dominated by antifa and 
SJWs. But after following a few users from other in¬ 
stances, the network timeline gets a little more bal¬ 
anced. But I’ve also ended up saturating my timeline 
with political posts. 

I don’t think this represents the Fediverse accurately, 
but it is the observation gained based on users the in¬ 
stance is connected to. The appearance of a homoge¬ 
neous opinion might be the result of user and instance 
blocks. It’s a false consensus. Currently, it’s easy to 
breakthe bubble by following users on instances listed 
on block lists. 

The Modern Day Boogeymen 

The very common and pressing concern of many no¬ 
tices is the “nazi’s”. Not as in the German National 
Socialist Party, but a very vaguely defined group of 
people who have different beliefs. Approximately, it is 
a blanket term for: 
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Figure 9: General appearance of GNUSocial. 


• “racists”— anywhere from being against mass 
immigration, being pro-border security to being 
prejudiced. 

• “transphobes”—anywhere from believing trans¬ 
sexualism is gender dysphoria, to believing chil¬ 
dren should not undergo hormone therapy, to 
irrational fear or hatred. 

• “anti-Semites”— anywhere from believing the 
Jewish people are overrepresented among cor¬ 
porate CEOs / government officials / ivy league 
university admissions, questioning whether 
the Holocaust happened, having unsolicited 
opinions on Israel, being pro-Palestine, to 
hatred. 

• pro-free speech (a.k.a “freeze peach”)— i.e free 
speech being a principle that enables hate 
speech and racism. 

• people who voted for Trump— i.e Trump is 
Hitler according to mainstream media. 

It doesn’t take long for Godwin’s Law to be affirmed, 
but never invoked in some Fediverse discussions. This 
isn’t saying that a lot of users are plain paranoid. I’m 
sure someone out there has more nuanced world views, 
just that nuance isn’t something one can communi¬ 
cate under a character limit. 


As an online discussion grows longer, 
the probability of a comparison in¬ 
volving Nazis or Hitler approaches 1. 


For example, some instances block others due to 
“Nazism”. This often extends to neutral instances that 
simply don’t block others. Hence, I don’t recommend 
the Fediverse or any instance in general for anyone 
that relies on social media for information. Or rather, 
I’d just recommend not to rely on any social media to 
begin with. 

• Blocking Example: An Instance’s About Page 


The Tusky and Fedilab Blocking Drama 

Tusky and Fedilab are apps designed to access an in¬ 
stance for mobile devices. The particular controversy 
arose from hardcoded blocks to certain instances. The 
two sides of the debate were: 

• allowing free software developers to make any¬ 
thing they want, including hardcoded blocks 

• allowing free software users to block at 
their own discretion rather than something 
hardcoded. 
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This isn’t a moral dilemma most people come across, 
and a social media app is a little trivial. In principle, 
imagine if a router or firewall prevented a user from 
accessing a certain site for political reasons. 


The “Gab” Meltdown 

Gab is a social network that advertises itself as free 
speech oriented. Whether or not it actually does what 
it says it does is another story. Announced to be a fork 
of Mastodon, it was set to arrive on the Fediverse on 
July 4th. 

Honestly? It was a lot of noise for nothing, but that’s 
my perspective. The network timeline got filled with 
talk about nazi’s and harassers potentially flooding 
the Fediverse. It supposedly is the larger social net¬ 
work by its self-reported stats. For all the talk and 
panic, only one user came up on my instance’s net¬ 
work timeline. 

Gab, for browsing purposes, entirely locks itself behind 
a registration page. Even if I went out of my way to 
follow a Gab user, I wouldn’t be able to see the index 
of them. It has a fancy presentation, but I don’t think 
many things were thought out well. 

And thus far... 

It seems like for the late spring and summer I kept 
track of the Fediverse, I was just in time for some crazy 
drama. There’s certainly rational and level-headed 
people on the Fediverse, but the internet drama 
queens and kings have a talent for drumming up 
attention. 
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PeerTube in Hindsight 

Written Wed Aug 21 04:07:12 PDT 2019 

Introduction and My Biases 

PeerTube is a decentralized alternative to YouTube as 
a video blogging platform. To lessen the burden of 
video hosting, it uses peer-to-peer distribution to send 
videos to clients. People who are watching a video do 
their part to make it available to others. If there’s no 
one watching a video, then the instance of PeerTube 
seeds the video as a backup. 

This sounds more or less a good idea. I’d even say, 
“better than YouTube.” But after using it for a bit, and 
considering my own usage of YouTube i.e through In- 
vidio.us, it might not be a good idea entirely. 

The Handicap of Web Browsers 

I’m the kind of person that disables JavaScript when 
browsing the internet. The web browser is supposed 
to be a program that browses web documents online; 
but thanks to a JavaScript interpreter, it has turned 
into some miniature application platform even when 
actual software typically gets the job done more 
efficiently. Using something other than the big 
three web browsers— Firefox, Chrome, and Internet 
Explorer— something, somehow breaks even though 
its not the fault of the more obscure web browser. 

Software Video Player 

Consistently, I’ve noticed that web players, both ba¬ 
sic and extended by a platform like YouTube, tend to 
be limited in functionality compared to software video 
players. 

Web players: 

• only support .webm and .mp4, while software 
video players support more formats, e.g .mkv. 


• only support a single audio stream, meanwhile 
software video players often support multiple, 
e.g being able to select Japanese and English au¬ 
dio for an anime OVA. 

Web Platforms: 

• only support 60 frames per second, due to band¬ 
width (vs no set limit). 

• do not allow looping due to how it may affect 
view counts (vs looping being a common fea¬ 
ture). 

There’s probably more I’ve overlooked, but as it seems 
actual video players thoroughly have web players beat 
despite the latter being used more. 

Using PeerTube 

It’s unsurprising— the kind of videos I’d upload is 
video gaming. The recording specifications were this: 
720p resolution, and 60 frames per second. The game 
itself is played at 1440p and 144 fps. Already this is 
considered high definition gaming going by pretty 
low standards. 

Most instances of PeerTube have fairly restrictive to¬ 
tal file size limits for high definition gamimg. While 
frame delta and encoding is a big factor, a 20 minute, 
720p video is likely going to be somewhere around 400 
MB by itself. Most instances offer anywhere between 
100 MB to 5 GB per user. So where I can upload videos 
is limited. 

PeerTube works by having the viewers seed videos. It 
requires more than one person viewing the video at a 
given time for the actual peer-to-peer distribution to 
kick in. Already a kind of niche project overshadowed 
by YouTube, it has the issue of getting viewers to begin 
with. 

Around the spring of 2018, I had an account on an in¬ 
stance with no limits. It however, wasn’t able to keep 
up with the new videos being uploaded and several 
videos being viewed by one viewer at a time. When 
the video bit rate is higher than the download rate, 
the video stalls until data for the next second of video 
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is available. This goes for about every if not all video 
playback on the internet. 

So I had the idea to seed my own videos since at the 
core of it all, PeerTube distributes the video by torrent. 
It’s my own video thus no copyright problems, and 
the file on my computer isn’t going anywhere. As I 
assumed, I only needed a BitTorrent client to do this, 
which turns out not to be the case. 

The Dig 

My preferred BitTorrent client is qBitTorrent. Not go¬ 
ing into much detail about that, as it turns out the 
swarm for the PeerTube video player and the file it¬ 
self would be split. Even if I pitched in my 250 KB/s to 
seed the video, it has no effect on the peers the video 
player has. 

“Can I seed videos with my classic BitTorrent 
client (Transmission, rTorrent...)?” 

Yes you can, but you won’t be able to send data 
to users that watch the video in their web browser. 
The reason is they connect to peers through We- 
bRTC whereas your BitTorrent client uses classic 
TCP/UDP. To check if your BitTorrent client supports 
WebTorrent you can see this issue: 

https://github.com/webtorrent/webtorrent/issues/369 

Source 

Alright. So it’s a matter of the application supporting 
WebRTC. I’m no web developer so I haven’t heard of 
WebRTC until now. It turns out qBitTorrent has no 
support for WebRTC. This leads me to check qBitTor- 
rent’s issues list. 

What comes up is a closed issue from 2015. 

https://github.com/qbittorrent/qBittorrent/issues/4163 

So here, technically it’s because qBitTorrent uses 
libtorrent, which doesn’t support WebRTC. Actually 
looking into WebRTC, the reason why there’s support 
sounds sane. So the core of the problem is that web 
browsers don’t support UDP hence why something 
like WebRTC exists. Intrinsically for libtorrent and 
software, supporting WebRTC is a little pointless. 


Technically, this would be a nonissue if everything 
didn’t have to be done on a web browser, but nowa¬ 
days it seems the accessibility of the web is too much 
to pass up. 

Seeding My Own Video 

So going to lengths I wouldn’t go to anymore, I down¬ 
loaded a dedicated WebTorrent client, but as I was con¬ 
tinuing with my plan to seed my own video. I had the 
thought, “what the heck am I really doing?” 

PeerTube transcodes an uploaded video so it can be 
properly viewed on a web browser, i.e not all encoder 
settings for .mp4 compatible. This results in a different 
video than the one I have on my hard drive. 

Hence to seed my own video, I had to redownload my 
own video, then seed it with a dedicated WebTorrent 
desktop client (which was actually crappy). Being a 
stickler for hard drive space, and not liking the idea of 
this kind of file duplication, I decided against seeding 
my own video. 

The way I see it, I went in a loop. If it wasn’t standard 
for videos to be watched in a web browser, I think 
that’d save the processing involved in transcoding 
videos. 

Ultimately... 

If you don’t care about this nerd shit, then I suppose 
PeerTube is completely fine. As long as the instance 
isn’t burdened, there wouldn’t be any stalls in buffer¬ 
ing a video. If it is, you’ll probably walk the same path 
I did to help seed. 
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Downloads 



If your client does not download by hash, then prepend hashes with the following. 
magnet:?xt=urn:btih: 


Xonotic: Official Torrent (0.8.2) 


Zero-K Dark Matter Soundtrack 


Why Their Problem Is Your Sexuality 

HASH: 550a973e2f942b4e26a51358200ae66c6274dal 
SHA256SUM: c63ad92el554eec22baf3b78df45ale814 
49a0161ffeOlfdl7dael95056aaaal5 

Somewhere around March 15th, 2015, I picked up this anony¬ 
mously written .pdf. I do wish more wrote full articles like this. 
If the format name wasn’t obvious (portability), a .pdf is much 
simpler than a web page. There’s no JavaScript, domain name 
registration, CDNs, any need for anti-DDOS services. For the 
same amount of content, each page of a .pdf loads faster. 


URL: 

https://mega.nz/#F!qMFzlTLA!dxOVLGVksfDxmpfM5qZnVA 


HASH: f568cfd5731fdd97f3b2c54d7f8404c69a2b86bb 

As reviewed earlier, this is the first person shooter game. 
It contains the game itself, scripts to set up a server, and 
mostly everything. The assets are packed in .pk3’s (which are 
renamed .zip’s) so it’s easy to get the soundtrack. 

My favorite tracks are Quiet, Northern Lights, and also-t. 


This is the newly added official soundtrack for the game 
Zero-K RTS composed by Cruel Deity. The game itself is 
space themed— more accurately taking place on exoplanets— 
so the music has me imagining objects whizzing through 
atmosphere and the tranquil (relative) inactivity of 
deep space. More objectively, it’s a combination of metal, 
electronic sounds, and classical instruments. 


My favorite tracks are Skyward or Nothing, Painkillers, and 
Approaching Infinite. 
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This is a short, well formatted, 3 page article explaining fem¬ 
inist criticism of video games. The author bluntly puts as an 
intro, ’’they hate you.” 

Fallout Bible: Gospel & Acts of Anon 

HASH: 179c1464747Ibd36915ed31f20952efaec2a319b 
SHA256SUM: 87aa0fcda8933cc05afaf53c2e05c78a31 
05be099f2cbe062744361f36ede402 

I saved this file around December 29, 2015. 

I don’t actually follow Bethesda games and didn’t play the 
Fallout series either. My firsthand experience with Bethesda 
games was playing Oblivion for some short hours before think¬ 
ing the game is kind of crap and stopping. 

But I welcome the effort Anon put into to writing this article. 
It’s more thoughtful than the usual posts of ”it’s shit” or the 
bit-by-bit, word count limited nitpicking of certain features. 

This article is 24 pages. It has decent effort put into the pre¬ 
sentation, but the formatting of text could be better. 

Christchurch Shooting 

HASH: e0511alace47aee00082add078a60630b7d3691a 

This contains both the video of the shooting and the shooter’s 
manifesto. I got curious; it turns out some governments were 
banning the video for ’’extremist content”. Thankfully, I’m not 
in their jurisdiction, and I disagree. This is a firsthand source; 
meanwhile, secondhand sources have gotten very unreliable. 

As commentary on the video itself, it’s strange that people are 
huddled and lying in the corners of the room as the shooter 
enters. I assumed in a mass murder, there’d be more panic, 
screaming, and people running away. Or maybe that mosque 
was a really bad dead end? 
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